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WARNINGS 

READ BIfORE USING YOUR SEGA VIDEO GAME SYSTEM 

EPHEPSY WARNING 

A very small percentaRe of individual* may experience epileptic seizures when 
■oowd to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain conditions may induce undctecied 
epileptic symptoms even in persons who have no history ol prior seizures or epilepsy. 
If you, or anyone in your (amily, has an epileptic condition, consult your physician 
prior in playing, II you experience any of the following symptoms while playing a 
video came - dizziness, altered vision, eye or muscle twitches, disorientation, loss , ,i 
awareness, any involuntary movement of convulsions - IMMEDIATE! Y discontinue 
use and consult your physician before resuming play. 

PROfECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor of the CRT. Avoid repealed or extended use of video games on large- 
screen projection televisions. 

SEGA SATURN VIDEO GAME USE 

This CD-ROM can only be used with the Sega Saturn system. Do not attempt to play 
this CD-ROM on any other CD player; doing so may damage (he headphones and 
speakers, This game is licensed by Sega for home play on the Sega Saturn system iooh/- 
Unauthorized copying, reproduction, rental, public performance or broadcast of Bits 
game is a violation of applicable laws. 

The characters and events portrayed in this ganw are purely fictional. Any similarity 
to other persons, living o* dead, is purely coincidental. 

HANDLING YOUR COMPAC T DISC 
□ The Sega Saturn compact disc is intended (or .ise exclusively on the Scrj Salum 

system. 
U Avoid bending the disc. Do not touch, smudge or scratch its surface. 
Q Do not leave the disc in direct sunlight or near a radiator or other source of heat 
J Always store the disc in ils protective case. 

ESRB RATING 

This pfoducl has been rated by the Entenainmeni Software Kaling board. For infnr 
malion about the ESRB Ming, w lo comment about tftt appropriateness of the rating, 
please contact the £SRB at 1-800-771-3772. 

Visit SrgaS Internet Site* at: 
*eb site: hMp:tf www.*ega-com 

email; webmailcrPaega.com 

CompuServe: CO StCA 




Learn SEGA game secrets 
from the masters. Call Now. 
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Instruction* en Iran^m, tflepboncr au: 1 -£00-672-7342 






TKllHOll IX Till- XAKATOMI IE1 II in \u 

John McClane, a OeSectfvft from New York, arrives in Los 
Angeles to spend Or stmas. vacation with his family He 
stops by the LA. PC to visit a farther partner, but while he 
is there he learns that terrorists havfi occupied the Nakatomi 
Building, where his wife v^rks. This rogue band of nihilists, lead 
by the notorious White Fam, have taken liKje Missis Harrington, 
the president of the Nakatpni Corporation's only daughter, 
hostage. *-^ 

McOana tries to hitch a nda with the patrol cars that are 
heading to the scene, bjt \% denied. Not one to gvs up, he 
causes sn much troijtflethat a rookie detective named K- « 
Thompsen is asstgn^d to k< - : .m eye on him. ButMcClane 
explains the situation :.n rrr hnri vnooth talker that he!". y- 

EwncBS her to hel(j Inn yet to the scene. The two head forthn 
^ng lot to snatch u patrol car. 
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>rge frorr 



they emerge from police headquarters, they dt 



recover a 



S vV A T helicopter about to take off from the parking \c 
McClane jumps onto the chopper fjstse it is about to Take of. 
."-n: Thompsen has no choice but to follow With not*" tel* : 
kink the two out, the helicopter takes off and hea'tftto tne scene 

ie heficopteP arrives at the Nakutomr Building, and descends 

*0W3kJ the ^of The SWAT, members jump to the roof but are 

immediately pored off by ^rronst-fee. As the^hopper turns to 

rtftrftat; McCianr nape out unarmed- Tftompsefcttaches out to 

stop 
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Now, the £ 
of White 



omu 



:ed inf. ri th« fray.. 

fight to destroy the fiendish plot 
v a Presidents daughter 
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Set up^ycifpisQa Saturn system as described in its instruction 
manual: pjlfin Control Pad 1 For two-player games, plug in 
Control Pad 2. 



1. 




2. 



4. 



Note: DIE HARD"* Arcade is for one or two p»yi 

Place the DIE HARD™ Arcade disc, label side up, in the well of the 
CO tray and close the lid. 

Turn-flhiJ|£-jy.or monitor and the Sega Saturn. The Sega Sjgn 
logo%t^Bfs on screen. If nothing appears, turn the syste<n off 
an6ma*»"sure it is set up correctly before turning it on again. 

if 

If you wish to stop a game in progress and return to the on- 
screen Control panel, simultaneously press Buttons A, B, C and 
Start on the Sega Saturn Control Pad, When the game Title 
screen appears press Mjgirt to go to the on-screen Control panel 



Important Your Sega Sa 




ins a secunty code that allows 



the disc to be read. Be sure to Keep the disc clean and handle it 
carefully- If your Sega Saturn system has trouble reading the disc, 
remove the disc and wipe ft carefully, starting from the center of the 
disc and wiping straight out toward the edge. 




TAKE rOMKHI.! 



Left Shift Button (Button L) 



Kt^ht Shift Button (Button K) 

Buttons XY.Z 



Dlrcction.il |\id 
(D-Pad) 




Start Button (SUrt) 



Button A 



Button C 



Button B 



&Ped* 

• Highlights items on menu 
screens 

• Directs your character during 
game play [see pages 9*1 1 for 
fightmg moves] 

Start 

• Starts the game 

• Enters selections 

• Pauses gameplay: resumes 
gemeplay when paused 

• Continues game 

Buttons L and R 

• Not used 

Buttons X.Y. and Z 

• Not used 



Button A* 

• [P]unches during game play 

• Pick up items 

• Changes selections in Options 
menu 

■ Skips segues between scenes 

Button B* 

• [KJicks during gameplay 

• Changes selections in Options 
menu 

Button C* 

• [JJumps during gameplay 

• Changes selections in Options 
menu 

• Skips segues between scenes 



Use these buttons to produce fighting moves See pages 9-1 1 



Note: This page shows default functions for Buttons A, B, and C- They 
can be reconfigured using the Control Setung m the Options menu 
(page 7). Connect your Control Pad to Control Port 1 to play as John 
McOane or Control Port 2 to play as Kris Thompson, 



DIVING INTO THE FRAY 




A short intro briefing you on the dire 
situation at hand is followed by a game 
demo. Press Start at any time to access 
the Titie screen. Press Start again to 
bring up the Mode Select screen Press 
the D-pad UP or DOWN to scroll through 
the selections, and press Start to select. 



DIE HARD Arcade Selects the DIE HARCP* Arcade game. 
Deep Seen Selects the Deep Scan submarine game [sea below}. 
Option Lets you customize features of the game, 

DEEP SCAN 

This Is a retro game that brings back memories of video games of 
years past. The object is to drop depth charges and destroy enemy 
submarines before they sink your battleship with their torpedoes. 



Df»ad 

• LEFT/RIGHT move the battJeship left or nght 

Button A 

• Drops a depth charge off the left side of the ship 

Button B 

• No function 



Button C 

• Drops a depth charge off the right side of the ship 

Start 

• Pauses the game. You are esked if you want to resume playing Do&p 
Scan. Select YES or NO by pressing the D-Ped UP or DOWN. Make 
your selection with the Start Button. 



DEEP SCAX SCREEN DISPLAY 



OPTIONS 



Depth Charges 




— Extend 



Bonus 



Sonar 



CmUtv 



Score: Displays your current score based on the number of 
submarines destroyed. 

Bonus: Shows the number of Bonus points you will collect by sinking 

a red Bonus submarine- 
Sonar: Lets you view submarines that are approaching from off- 
screen. 

Extend: Displays the number of points needed for a Credit 

Credits: Shows the number of Credits collected for DIE HAREF* Arcade. 

Depth Charges: Displays the remaining number of depth charges. 




Press the D-Pad UP or DOWN to select 
an opUon. Press Button A, B, orCto 
make changes in the selected option. 



Control: Allows you to reconfigure the functions of Buttons A, B. and C 



Note: A second player can jump into the game at any time by 
pressing Start on the unused Control Pad. However, button 
configurations can only be changed at the beginning of the game. 



Movie Scenes: Turns the movie segues between scenes ON or OFF. 

Friendty Hits: Enables the players to attack each other when ON. No 
damage occurs from Friendly Hits, but the characters can be knocked 
down. 

Violence: Select ON to see all the gory details of your fight Select OFF 
for a less graphic version. 

Audio: Select stereo or monaural sound. 

BGM Volume: Sets the volume of the background music P**ess Button 
A or C to increase the volume, and press Button B to decrease it 



Exit Returns you to the Mode Select screen. 
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Oi\ i hi; scene 



1 HJIIIIM. MOVES 



Character's Life Bor 



Terrorists' Life Bin* 



/ 

Weapon Indicator 




Objects Collected 



Character's Life Bar: Indicates the amount of life remaining for each 
character. 

Terrorist's Life Bar Indicates the amount of life remaining for each 
terrorist 

Weapon Indicator Displays the weapon currently in use by your 
character Next to it is the number of rounds remaining (If it is a 
firearm). 

Objects Collected: Displays objects youVe found that can be earned 
from scene to scene, 

GAME OVER/CONTINUE 

Its curtains for your cheracter when his 
or her Ufe Bar runs out of energy If you 
have Credits remaining, a screen ap- 
pears asking if you want to continue. 
Press Stett before the timer reaches 
zero to continue the game. When a 
game is continued* your character keeps 
all collected weapons and objects, and 
receives a bonus handgun The game is 
over when you run out of Credits. 

It 




i 




The D-Pad controls the direction of your character's movements. UP 
moves your cheracter away from you. DOWN brings him or her toward 
you, LEFT moves the cheracter left and RIGHT moves him or her right. 



ATTACK TYPES 

McClane and Thompson have a variety of attacks from which to 

choose. 

Turning: Attacks performed against an 

opponent behind the player 

Emergency Escape: Performed when grabbed 

by an opponent. Allows your character to get 

out of throws. 

Jumping; Attacks performed simultaneous^ 

with a kick 

During Jumps: Attacks performed while in 

mid-am 

Dash: Attacks performed while running (press the D-Ped FORWARD 

twice and hold to run). 

Recovery Attacks performed after being knocked down. 

Throws: Attacks performed after grabbing an opponent (move toward 

an opponent to grab him or her automatically). 



Attacks: 

P 

PP 

PPP 

PPPK 

PPPPK 

K 

KK 

KKK 
KKP 



P (hold and release] 
K (hold and release) 



Jab 

P, Straight 

PP, Straight 

PPP, Rolling Heel Kick 

PPP, Straight, Jumping Beck Kick 

Front Kick (Player 2: K Left Front 

Kick) 
K Front Roundhouse (Player 2; K. 

Left Front Kick) 
KK Back Kick 
KK Body Blow (Player 2: Power 

Punch) 
Dash Uppercut 
Somersault Kick 



!> 




P[D-Pad 
K |DPad DOWN) 
P (when landing) 
K (when landing) 

A A 
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JfeBT lP Dpi 

35sh Elbow) 

Jumping Dabble Back Kick 



Swing Down 
Double-handed Swing 
Diagonal Kick ,.' 
Doubte Rolling l-tieikick 
[Rayer2:Sc4ow^ick) 
Elbow Drop 
Knee Drop 
Slide Punch 
Sliding Kick 



Dash Attacks 

D-Pad FORWARD 
P (dunng Step Forward) 
K (during Step Forward] 
D-PBdJMCjC^ 

D-Pnr: rCflWARD twice & hold 

P (while running] 

K (while running) 

OPad BACK twice & hold 

Recovery Attacks 

P (D-Pad LEFT or RIGHT) 
K [DPad LEFT or RIGHT) 

P, K or J (D-Pad UP or DOWN) 
J 

Throws 

PKP (after grabbing) 
PPKP 



Step Forward-^ 

Elbow 

Gran K ck (PH?yer ?: Backfist) 

Step Back "^N 

Run 

Tackle 

Jumping Kick 

Back Roll 



Rising Uppercut 
Rising Kick or Groin Kick 

(Playef.a: R'Sing Sweep) 
Roll co a standing position 
Jump to a standing position 



PPKKP 
PKKK 
PPKKtf 
'Tryrfffi 

ITEMS 




Giant Swing 
[same] 
(same] 

German Suplox 
(same] 
utton combinations to find new moves. 



aboing) 



As you battle your way through the Nakatomi Building, you'll find various 
objects on the ground that have a red square around them. The 
square indicates th&t the object can be picked up and used against 
terrorists. As you approach an object, the square turns from red to 
green, indicating it can be picked up. Pick up the object by pressing the 
[P]unch button The objects are described below. 

Weapons; 



Hand Gun: Get handguns by knocking them out of 
terrorists 1 hands. Handguns contain up to 1 5 rounds. 
Fire by pressing the [P]unch button. Hand guns can be 
taken with you from scene to scene. 




II 



Machine Gun: Knocked from the hands of terrorists or 
find them on the floor. Containing up to 20 rounds, they 
can be fired by pressing the [PJunch button. Rres 4 
round bursts. 



Missile Launcher: Knocked from terrorist's hands or 
found on the floor. Contains up to six missiles and cannot 
be reloaded. Fire by pressing the [PJunch button. 





Ufa Up: 





Anti-Tank Rtfle: Found on the floor Can also be 
knocked from terrorists" hands if they find ft first 
Contains up to six rounds and cannot be reloaded. 
Fire by pressing the [P]unch button. 



Sprey Can; Found on the floor and contains six shots. If 
you have a lighter (it is hidden somewhere). The Spray 
Can is automatically used as a Flame Thrower Spray by 
pressing the [P]unch button. 



Objects that can be thrown: 

The following items can be used only once, but do considerable dam* 
age to terrorists. Once picked up, they can be thrown by pressing the 
[PJunch button. 

Grandfather Clock 
Chairs 

Television Monitors 
QI Drums 




Ammo: 

Hand Gun Dip*: Knocked from terrorists. Designated by 
a green H 



Machine Gun Magazine*: Knocked from 
terrorists. Designated by a red M 
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It & a tough light against these terrorists 
and you'll need to get your strength beck 
along the way. Look for red and white 
bottfes end boxes of medicine on the 
floor Pick them up to help keep you alive. 



STAGES 

Stage One: The Top Floor 

Squash a few paltry thugs to battle with a sub-boss, Hog, who is 

guarding the elevator to the next stage. 

Stage Two: The Underground Parking Lot 

Here your opponents are stronger and a bit sneakier. Work your way 
to the security room where robots try to stop you from getting closer 
to White Fang. 



Stage Three: The First Floor Lobby 
Get past more armed terronsts and 
a dramatic fight in the lobby fountain 
for an encounter with Jocko, a sub* 
boss trying to stop your progress. 



Stage Four The Terrace 

You're back to the top of the building and wind up in the coffee shop. 
White Fang has two more sub-bosses, Mr. Tubbs and Mr. Oushi, 
warting to snuff your valiant attempts to save Misste 




Five: The Top Floor 
This is the critical stage where its do or die against the legendary 
White Fang. The fate of Missie Harrington lies rn your able hands. 



*Dips end magazines can be taken with you from scene 
to scene. 
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WHO'S WHO 



John McOane: 

A veteran detective from New York. He's 
married with two children, but his wrfe lives 
with the kids in Los Angeles because of 
her work. John is visiting LA to spend the 
Christmas holidays with his family. His 
weapon of choice is the Beretta 92F 





Kris Thompson; 

A detective, fresh out of the police 
academy. She has just been assigned to 
the LAP.D. She is a martial arts expert 
especially proficient in kung fu + 



White Fang; 

Leader of the terrorist group that has 
occupied the Nakatomi Building in an 
effort to steal the $600 million in negoti- 
able bonds that are kept in the building's 
safe, A man with military experience. 
White Fang is also an expert m martial 
arts. His specialty is fighting with swords. 
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STRATEGIES 



Try to arrest terrorists when you get the chance. However, this can 
be done only when you have a handgun as your weapon currently in 
use. Approach a thug as if to grab him or her and 
when he or she turns around press the [Pjunch or 
(KJick Button repeatedly to complete the arrest 
This saves health and time by quickly neutralizing 
the terrorist, 

• When presented with big weapons like the Ant> 
Tank Rifle or the Missle Launcher, try to save them 
for the bigger enemies who are harder to toll. 

■ If possible, try to avoid using your handgun 
when other objects which can be used as weapons 

ara available. Handguns are the onfy weapons that can be taken 

from scene to scene, so save them when you can. 
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CREDITS 



DEVELOPMENT 

Programmers; 

Art Work: 

Gsme Design/ Production: 

Music and Sound Effects: 



Teruhito Abe and Hiroshi Ando 
Tatsuto Kumada 
Ma koto Uchida 
Howard Drossm 



PRODUCTION 

Executive Producer 
Producer 

Assistant Producer 
Lead Tester 
Assistant Lead Testers; 



Manny Granillo 

Steve Hutch ins 

Michael S. Jablonn 

Arnold Feener 

Jeremy Campbell. 

Robert Hernandez, Ryan Hurtft 



MARKETING 

Marketing Manager 
Associate Product Manager. 
Product Specialist: 
Package Design: 
Packaging: 
Manual: 



Anne Moellermg 

Mark Moeller 

Mark Subotnick 

Moore & Pnce Design Group. Inc. 

Eric Smith 

Richard Walker 



SPECI AL THA NKS TO 

Scott Marcus at Fox Interactive. Arvin Carlson, Marcy DAter. Matt 
Dunbar, Lydia Gable. Ted Hoff, Bleen Sacman, Bob Schonfisch. Marc 
Sherrod, Undyne Stafford, Andrew Stein, Dan Stevens, Bernie Stolar, 
Jennifer Titchener, Shinobu Toyoda, Shuji Utsumi, Frontline Marketing 
and the SEEDY Crew 

AND THE SO A SOFTWARE TEST DEPARTMENT 

Nicolas Azizien. Aaron Bandur, Holfy Bourdet, Karen Brown, Don 
Carmichael, Anthony Chau, Art Datangel. Roger DeForest. Mike 
Dobbins. Tai Huynh, John Jansen, Ty Johnson, Dave Kinel. Uoyd 
Kinoshite. Dennis Lee, Mark Lerma, Jeff Loney, Chris Lucich. Tony 
Lynch, Benny Melto, Mark McCunney. Steve Perez, DavKJ Portera, 
Tony Ragano. Ifya Reeves. Chns Towles. Adam Victor, Peter Young, 
Michael Yu 
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Bend your brain! 
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